ARMAGEDDON 


SS. __ Maved-Dut, Fully-togded 30 Action 


BY GAMERS. FOR GAMERS." 


WARNING: READ BEFORE USING YOUR PLAYSTATION®2 
COMPUTER ENTERTAINMENT SYSTEM. 

Avery small percentage of individuals may experience epileptic seizures 
when exposed to certain light patterns or flashing lights. Exposure to certain 
patterns or backgrounds on a television screen or while playing video 
games, including games played on the PlayStation 2 console, may induce 
an epileptic seizure in these individuals. Certain conditions may induce 
previously undetected epileptic symptoms even in persons who have no 
history of prior seizures or epilepsy. If you, or anyone in your family, has an 
epileptic condition, consult your physician prior to playing. If you experience . 
any of the following symptoms while playing a video game — dizziness, 
altered vision, eye or muscle twitches, loss of awareness, disorientation, 
any involuntary movement, or convulsions — IMMEDIATELY discontinue use 
and consult your physician before resuming play. 


WARNING TO OWNERS OF PROJECTION TELEVISIONS: 
Do not connect your PlayStation 2 console to a projection TV without first 
consulting the user manual for your projection TV, unless it is of the LCD 
type. Otherwise, it may permanently damage your TV screen. 


USE OF UNAUTHORIZED PRODUCT: 

The use of software or peripherials not authorized by Sony Computer 
Entertainment America may damage your console and/or invalidate your 
warranty. Only official or licensed peripherals should be used in the 
controller ports or memory card slots. 


HANDLING YOUR PLAYSTATION 2 FORMAT DISC: 

e This disc is intended for use only with PlayStation 2 consoles 

with the NTSC U/C designation. 

Do not bend it, crush it or submerge it in liquids. 

Do not leave it in direct sunlight or near a radiator or other source of heat. 
Be sure to take an occasional rest break during extended play. 

Keep this compact disc clean. Always hold the disc by the edges and 
keep it in its protective case when not in use. Clean the disc with a lint- 
free, soft, dry cloth, wiping in straight lines from center to outer edge. 
Never use solvents or abrasive cleaners. 
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STARTING UP 


MEMORY CARD slot 2 
MEMORY CARD slot 1 


disc tray 
RESET button 


— (OPEN) button 


USB connector - | 
$400 i.LINK connector 

controller port 1 ——-— 

controller port 2 —— 


Set up your PlayStation®2 computer entertainment system 
according to the instructions in its Instruction Manual. Make 
sure the MAIN POWER switch (located on the back of the 
console) is turned on. Press the RESET button. When the power 
indicator lights up, press the open button and the disc tray will 
open. Place the MDK™2 ARMAGEDDON disc on the disc tray 
with the label side facing up. Press the open button again and 
the disc tray will close. Attach the game controller and a 
memory card (8MB) (for Playstation®2), if you have one. 
Follow on-screen instructions and refer to this manual for 
information on using the software. 


GETTING STARTED 


DUALSHOCK™2 ANALOG CONTROLLER CONFIGURATIONS 


L2 button 
L1 button 


R2 button 
R1 button 


directional 
buttons 


A button 
© button 
X_ button 
C1 button 


left analog stick 

(L3 button when pushed down) 
SELECT button 
ANALOG mode switch 
START button 
right analog stick 
(R3 button when pushed down) 


Part 1 - Prologue 

KURT HECTIC NEVER WANTED TO BE A HERO. HE WOULD 
HAVE BEEN CONTENT WITH A NORMAL LIFE, LIVING HIS YEARS 
IN QUIET, DIGNIFIED ANONYMITY, BUT IT WAS NOT TO BE. 
KURT WAS A LOYAL EMPLOYEE, AND WORKING FOR ECCEN- 
TRIC GENIUS DOCTOR FLUKE HAWKINS MEANT OCCASIONALLY 
DOING THE EXTRAORDINARY. IN UTTER DISBELIEF, KURT WAS 
EVENTUALLY CALLED UPON TO LEAVE HIS BELOVED EARTH, 
ASSUMING THE UNLIKELY TITLE OF FIRST JANITOR IN SPACE. 


DOCTOR HAWKINS HAD LONG SUFFERED RIDICULE FROM HIS 
FELLOW SCIENTISTS. THEY CLAIMED HE WAS TOO ECCENTRIC, 
AND THAT HIS METHODS WERE QUESTIONABLE AT BEST. 

IN TIME HAWKINS GREW TIRED OF HEARING SUCH THINGS, 
AND SEEKING TO WORK UNDISTURBED HE FLED THE EARTH 
INTO A SELF-IMPOSED EXILE. HIS SHIP, THE ‘JIM DANDY,’ 
WAS LAUNCHED WITHOUT FANFARE, AND HE SWORE NOT 

TO RETURN UNTIL HE HAD VINDICATED HIMSELF IN THE EYES 
OF HIS PEERS. WEEKS TURNED TO MONTHS AND MONTHS 
SLOWLY TURNED TO YEARS. 


THE GREATEST OF THE DOCTOR'S INVENTIONS IN EXILE WAS 
A SIX-LEGGED CANINE NAMED MAX, THE FIRST SUCCESSFUL 
ATTEMPT BY DR. HAWKINS TO CREATE AN ARTIFICIAL 
INTELLIGENCE. ‘SUCCESSFUL’ MEANT THAT HE NEVER TRIED 
TO KILL THE GOOD DOCTOR, AND HAD NO PLANS FOR 
GLOBAL DOMINATION. THE PERFECT ASSISTANT, MAX KEPT 
THE DOCTOR GROUNDED IN REALITY, AND PERFORMED MUCH 
THE SAME FUNCTION AS THE SAFETY-CATCH ON AN ASSAULT 
RIFLE. HE WAS EAGER TO PLEASE AND ADAPTABLE TO ANY 
TASK, HIS GENTLE SOUL ODDLY BALANCED WITH AN AFFINITY 
FOR FIREPOWER. 


THE TIME FOR DOCTOR HAWKINS TO PROVE THE REAL MERIT 
OF HIS GENIUS CAME SOONER THAN ANYONE COULD HAVE 
EXPECTED. CREATURES FROM A STRANGE DIMENSION 
ATTACKED THE EARTH, RIDING ‘ENERGY STREAMS’ TO THE 
SURFACE AND STRIPPING IT OF ALL MINERAL WEALTH. THEY 
LANDED GREAT MACHINES: ‘MINECRAWLERS’ THAT DESTROYED 
EVERYTHING IN THEIR PATH AND LAID WASTE TO ENTIRE 


CITIES. THE FORCES OF EARTH WERE HELPLESS BEFORE THE 
ONSLAUGHT. 


WATCHING THE DEVASTATION ON EARTH, THE CREW OF THE 
"JIM DANDY’ KNEW THEY HAD TO ACT. KURT WAS OUTFITTED 
IN THE MOST RADICAL OF THE DOCTOR'S CREATIONS: AN 
UNTESTED ARMORED ‘COIL SUIT,’ WITH CHAIN-GUN AND A 
SNIPER RIFLE ORDINANCE THAT COULD TARGET ENEMIES A 
MILE AWAY. LEAPING FROM THE SHIP ON AN UNCONVENTION- 
AL PARACHUTE OF RIBBON, KURT HAD TO MAKE HIS WAY TO 
THE PILOT OF EACH MINECRAWLER AND HOPEFULLY DISABLE 
THE MACHINES. KURT WAS RELUCTANT, BUT HE HAD NO 
CHOICE. HE WAS THE EARTH'S LAST HOPE. 


KURT VALIANTLY FOUGHT THROUGH THE ALIEN DEFENSES, 
DRIVING TO THE VERY HEART OF EACH MINECRAWLER, 
DEFEATING PILOT AFTER PILOT AFTER PILOT, WITH EACH 
FALLING TO HIS DESPERATE DETERMINATION. HE ULTIMATELY 
CHALLENGED THE EVIL MASTERMIND BEHIND THE ATTACK, A 
GROTESQUE, SADISTIC CREATURE BY THE NAME OF GUNTER 
GLUT. WITH THE AID OF MAX AND THE DOCTOR'S INVENTIONS, 
KURT WAS ABLE TO TAKE THE FIGHT DIRECTLY TO THIS 
DIABOLICAL BEAST, AND WAS EVENTUALLY VICTORIOUS IN 
THE CLIMACTIC BATTLE. THE INVASION CRUMBLED AND THE 
ALIENS RETREATED, THEIR TAILS BETWEEN THEIR LEGS, 
LEAVING THE EARTH BATTERED, DESPOILED, EVEN RUINED, 
BUT NOT BEATEN. NO, NOT BEATEN. 


NOW, WITH THE ALIENS ROUTED AND ORDER RESTORED, OUR 
HEROES CAN RETURN TO THEIR NORMAL, EVERYDAY LIVES. 
OR CAN THEY? ONLY TIME WILL TELL. 


Part 2 - Gelling Started 


MDK™2 ARMAGEDDON IS A SINGLE PLAYER GAME DESIGNED 
FOR USE WITH THE SONY PLAYSTATION®@2. YOU WILL NEED A 
MEMORY CARD (8MB) CFOR PLAYSTATION®2) IF YOU WISH TO 


SAVE GAME STATUS. 


TO PLAY MUK™2 ARMAGEDDON: 


PLUG IN YOUR DUALSHOCK™2 ANALOG 
CONTROLLER INTO CONTROLLER PORT 1. 


INSERT YOUR MEMORY CARD C8MB) CFOR 
PLAYSTATION®2), IF YOU HAVE ONE, INTO 
MEMORY CARD SLOT 1. 


MAKE SURE THE MAIN POWER SWITCH 
CLOCATED ON THE BACK OF THE CONSOLE) IS 
TURNED ON. PRESS THE RESET BUTTON. 
WHEN THE POWER INDICATOR LIGHTS UP, 
PRESS THE OPEN BUTTON AND THE DISC TRAY 
WILL OPEN. PLACE THE MDK™2 ARMAGEDDON 
DISC ON THE DISC TRAY WITH THE LABEL SIDE 
FACING UP. PRESS THE OPEN BUTTON AGAIN 
AND THE DISC TRAY WILL CLOSE. 


AFTER PRESSING THE START BUTTON ON THE TITLE SCREEN, 
THE GAME WILL ENTER THE GAME START AND OPTION 
SCREEN. IF YOU DON'T PRESS THE START BLITTON DURING 
THE TITLE SCREEN, MDK™2 ARMAGEDDON WILL ENTER INTO 
AN AUTOMATIC DEMO MODE THAT WILL PLAYBACK SNIPPETS 
OF MDK™2 ARMAGEDDON GAMEPLAY. 


AT THE MAIN MENU SCREEN YOU 
CAN START A NEW GAME, LOAD A 
PREVIOUS GAME, CHANGE YOUR 
OPTIONS, OR VIEW PREVIOUSLY 
SEEN MOVIES. 


lew Game 


CHOOSING THE NEW GAME OPTION WILL START A NEW GAME 
OF MDK™2 ARMAGEDDON. YOU WILL FIRST BE GIVEN AN 
OPTION TO CHOOSE AMONG A NUMBER OF SAVE SLOTS 


hel 
a 


PER MEMORY CARD C8MB) CFOR PLAYSTATION@2). AFTER 
YOU MAKE YOUR CHOICE YOU WILL BE ASKED TO PICK A 
DIFFICULTY LEVEL. THE LEVELS, FROM MOST EASY TO MOST 
DIFFICULT, ARE EASY, MEDIUM, HARD AND JINKIES! AFTER 
MAKING THIS CHOICE THE INTRO MOVIE WILL BEGIN FOLLOW- 
ING A SHORT LOADING PERIOD. 


Load Game 


A MEMORY CARD (8MB) CFOR PLAYSTATION®2) CAN BE USED 
TO STORE MDK™2 ARMAGEDDON SAVE GAMES. CHOOSING 
THE LOAD GAME OPTION WILL ALLOW YOU TO CONTINUE 
YOUR GAME FROM A PREVIOUSLY SAVED LOCATION. SAVE 
GAMES ARE AUTOMATICALLY GENERATED DURING GAMEPLAY 
AND STORED ON THE MEMORY CARD (8MB) CFOR 
PLAYSTATION@2). 


Options 


THE OPTIONS MENU OFFERS A 
NUMBER OF GAMEPLAY OPTIONS. 
BOTH AUDIO AND CONTROLLER 
SETTINGS CAN BE FOUND AND 
ADJUSTED HERE. 


Aucio Submenu 


MEMBERS OF THIS SUBMENU 
MODIFY FEATURES RELATED 
TO THE SOUND AND MUSIC IN MDK™2 ARMAGEDDON. 


EFFECTS VOLUME 
THIS OPTION CONTROLS THE VOLUME FOR SOLIND EFFECTS 
IN MDK™2 ARMAGEDDON. 


MUSIC VOLUME 
THIS OPTION CONTROLS MUSIC VOLUME. 


VOICE VOLUME 
THIS OPTION CONTROLS VOICE VOLUME. 


AUDIO OUTPUT SETTING 
THIS OPTION TOGGLES BETWEEN STEREO AND MONO AUDIO 
OUTPUT. 


Controls Sobmenv 


MEMBERS OF THIS SUBMENU MODIFY FEATURES RELATED TO 
THE GAME CONTROLS. 


REVERSE NORMAL UP/DOWN 

THIS TOGGLES THE FUNCTION OF THE ANALOG STICK FOR 
REGULAR UP AND DOWN MOVEMENT DURING REGULAR 
GAMEPLAY. 


REVERSE SNIPER UP/DOWN 
THIS TOGGLES THE FUNCTION OF THE ANALOG STICK FOR 
SNIPER UP AND DOWN MOVEMENT. 


VIBRATION ENABLED 

MDK™2 ARMAGEDDON SUPPORTS THE VIBRATION FEATURES 
OF THE DUALSHOCK™2 ANALOG CONTROLLER. THIS OPTION 
TOGGLES THE VIBRATION ON AND OFF. 


ANALOG SENSITIVITY 

THIS CONTROLS THE SENSITIVITY OF THE DUALSHOCK™2 
ANALOG CONTROLLER. INCREASING THE BAR MAKES THE 
STICK MORE SENSITIVE. 


ANALOG DEADZONE 

THIS CONTROLS THE AMOLINT OF MOVEMENT OF THE 
DUALSHOCK™2 ANALOG CONTROLLER REQUIRED TO ELICIT A 
RESPONSE IN THE GAME ENVIRONMENT. INCREASING THIS 
BAR INCREASES THE AMOUNT OF MOVEMENT BY THE STICK 
REQUIRED TO MOVE THE GAME CAMERA. 


Controller bayou, 


THIS OPTION ALLOWS THE USER TO SELECT FROM DIFFERENT 
CONTROL TYPES SO THAT YOU CAN PLAY THE GAME WITH 
THE CONTROLS OF YOUR PREFERENCE. 


NOTE: THESE ARE ALL PRE-DETERMINED SETS THAT ARE NOT 
CUSTOMIZABLE. 


MadCatz Controller Info 


MDK2 ARMAGEDDON SUPPORTS THE MAD CATZ PANTHER FX 
JOYSTICK. YOU CAN FIND THE CONTROLLER CONFIGURATION 
IN THE OPTIONS MENU UNDER CONTROLS. ONCE IN CONTROLS 
GO TO CONTROLLER LAYOUT. THEIR YOU WILL FIND THE CON- 
TROL LAYOUT FOR THE PANTHER PX. 


Game Options 
MEMBERS OF THIS SUBMENU MODIFY FEATURES RELATED TO 
THE GENERAL GAME FUNCTIONS. 


Visplay Movie Text 


THIS FEATURE TOGGLES THE DISPLAY OF TEXT DURING 
MOVIE PLAYBACK AND TUTORIALS. 


Play Movies/View Credits 


THIS MENU OPTION WILL ALLOW THE PLAYER TO PLAY 
MOVIES INDEPENDENT OF GAMEPLAY ONLY AFTER THEY HAVE 
BEEN VIEWED DURING THE GAME. VIEW CREDITS SHOWS THE 
GAME CREDITS. 


Paused Menu 


THERE IS AN IN-GAME MENU THAT CAN BE ACCESSED DURING 
GAMEPLAY BY PRESSING THE START BUTTON. THIS MENU 
HAS THE FOLLOWING OPTIONS: 


CONTINUE - RETURNS TO THE GAME. 

LOAD GAME - THIS RELOADS FROM A SAVED CHECKPOINT. 
OPTIONS - THIS ACCESSES THE OPTION SCREEN. 

QUIT - THIS QUITS THE GAME AND RETURNS TO THE MAIN 


MENU SCREEN. 


Part 5 - Controls 
THERE ARE THREE MAIN CHARACTERS IN MDK™2 —- KURT 


HECTIC, MAX AND DOCTOR FLUKE HAWKINS. EACH CHARAC- 
TER HAS BOTH A COMMON AND A UNIQUE SET OF CONTROLS. 


Kurt: 


KURT DEFAULT CONTROLS CCONFIGURATION A) 
MOVE FORWARD - PRESS UP ON THE DIRECTIONAL BLITTON 
MOVE BACK - PRESS DOWN ON THE DIRECTIONAL BLUITTON 
TURN LEFT - PRESS LEFT ON THE DIRECTIONAL BLITTON 
TURN RIGHT - PRESS RIGHT ON THE DIRECTIONAL BLITTON 
LOOK UP - PRESS UP ON THE RIGHT ANALOG STICK 

LOOK DOWN - PRESS DOWN ON THE RIGHT ANALOG STICK 
STRAFE LEFT - PRESS ON THE L2 BLITTON 

STRAFE RIGHT - PRESS ON THE R2 BUTTON 

SHOOT CHAIN GUN - PRESS ON THE X BUTTON 

JUMP - PRESS ON THE SQUARE BUTTON 

ACTIVATE PARACHUTE - PRESS AND HOLD THE SQUARE BUTTON 
MOVE ITEM SELECTOR LEFT - PRESS ON THE LI BLITTON 
MOVE ITEM SELECTOR RIGHT - PRESS ON THE RI BLITTON 
USE/THROW ITEM - PRESS ON THE TRIANGLE BLITTON 

ENTER SNIPER MODE - PRESS ON THE CIRCLE BLITTON 


SNIPER MODE 

LOOK UP - PRESS UP ON THE DIRECTIONAL BUTTON 

LOOK DOWN - PRESS DOWN ON THE DIRECTIONAL BUTTON 
TURN LEFT - PRESS LEFT ON THE DIRECTIONAL BUTTON 
TURN RIGHT - PRESS RIGHT ON THE DIRECTIONAL BUTTON 
ZOOM IN - PRESS UP ON THE RIGHT ANALOG STICK 
ZOOM OUT - PRESS DOWN ON THE RIGHT ANALOG STICK 
SHOOT - PRESS ON THE X BUTTON 

MOVE BULLET SELECTOR UP - PRESS ON THE L1 BUTTON 
MOVE BULLET SELECTOR DOWN - PRESS ON THE RI BUTTON 
STRAFE LEFT - PRESS ON THE L2 BLITTON 

STRAFE RIGHT - PRESS ON THE R2 BUTTON 

LEAVE SNIPER MODE - PRESS ON THE CIRCLE BUTTON 


Max 


MAX DEFAULT CONTROLS CCONFIGURATION A) 
MOVE FORWARD - PRESS UP ON THE DIRECTIONAL BUTTON 
MOVE BACK - PRESS DOWN ON THE DIRECTIONAL BUTTON 
TURN LEFT - PRESS LEFT ON THE DIRECTIONAL BUTTON 
TURN RIGHT - PRESS RIGHT ON THE DIRECTIONAL BUTTON 
LOOK UP - PRESS UP ON THE RIGHT ANALOG STICK 

LOOK DOWN - PRESS DOWN ON THE RIGHT ANALOG STICK 
STRAFE LEFT - PRESS ON THE L2 BUTTON 

STRAFE RIGHT - PRESS ON THE R2 BUTTON 

SHOOT GUNCS) - PRESS ON THE X BUTTON 

JUMP - PRESS ON THE SQUARE BUTTON 

JET PACK THROTTLE - PRESS AND HOLD THE SQUARE BLITTON 
MOVE WEAPON SELECTOR LEFT - PRESS ON THE L1 BLITTON 
MOVE WEAPON SELECTOR RIGHT - PRESS ON THE RI BUTTON 
EQUIP WEAPON - PRESS ON THE TRIANGLE BUTTON 

UNEQUIP WEAPON - PRESS ON THE CIRCLE BUTTON 


Doc 


DOC DEFAULT CONTROLS CCONFIGURATION A) 
MOVE FORWARD - PRESS UP ON THE DIRECTIONAL BUTTON 
MOVE BACK - PRESS DOWN ON THE DIRECTIONAL BUTTON 
TURN LEFT - PRESS LEFT ON THE DIRECTIONAL BUTTON 

TURN RIGHT - PRESS RIGHT ON THE DIRECTIONAL BUTTON 
LOOK UP - PRESS UP ON THE RIGHT ANALOG STICK 

LOOK DOWN - PRESS DOWN ON THE RIGHT ANALOG STICK 
STRAFE LEFT - PRESS ON THE L2 BUTTON 

STRAFE RIGHT - PRESS ON THE R2 BUTTON 

COMBINE ITEMS - PRESS ON THE X BUTTON 

JUMP - PRESS ON THE SQUARE BUTTON 

MOVE ITEM SELECTOR UP - PRESS ON THE TRIANGLE BUTTON 
MOVE ITEM SELECTOR DOWN - PRESS ON THE CIRCLE BUTTON 
EQUIP/USE LEFT ITEM - PRESS ON THE L1 BLITTON 

EQUIP/USE RIGHT ITEM - PRESS ON THE RI BUTTON 


Part % - The Characters 


MDK™2 ARMAGEDDON ALLOWS YOU TO TAKE CONTROL OF 
THREE COMPLETELY DIFFERENT CHARACTERS DURING THE 
COURSE OF THE GAME. EACH CHARACTER HAS A NUMBER 
OF UNIQUE CHARACTERISTICS AND ABILITIES THAT SETS HIM 
APART FROM HIS COMRADES. 


Kort Hectic 


GENERAL INFO 

KURT HECTIC, THE LEAD CHARACTER FROM THE ORIGINAL 
MDK™, IS A RELUCTANT HERO, CURSED BY CIRCUMSTANCE. 
THE ‘COIL SUIT’ WAS DESIGNED BY DOCTOR FLUKE HAWKINS 
BOTH AS A POWERFUL WEAPON AND AN ALTERNATIVE TO 
CLASSY EVENINGWEAR. THE 'COIL SUIT’ GIVES KURT A NUM- 
BER OF SPECIAL ABILITIES INCLUDING: A SNIPER SCOPE THAT 
HE CAN USE TO SHOOT ENEMIES A MILE AWAY, A RIBBON 
CHUTE THAT CAN SILENTLY CARRY KURT A GREAT DISTANCE 
WHILE FLOATING THROUGH THE AIR, AND A DEVASTATING 
CHAIN GUN. KURT RELUCTANTLY USES THESE TOOLS TO 
DEFEND THE EARTH. 


MOVEMENT 

KURT CAN JUMP INTO THE AIR BY USING THE “JUMP” BUT- 
TON. HE CAN ALSO GRAB LEDGES AND PULL HIMSELF UP 
TO SURFACES THAT HE MIGHT OTHERWISE BE UNABLE TO 
REACH. 


CHAIN GUN 

KURT HAS A CHAIN GUN MOUNTED ON HIS RIGHT HAND. 
PRESSING THE “SHOOT” BUTTON CAUSES THE CHAIN GUN 
TO FIRE. THE CHAIN GUN HAS UNLIMITED AMMO, NEVER 
OVERHEATS, AND THUS CAN BE USED CONTINUOUSLY, 
SHOULD THE SITUATION REQUIRE IT. THERE ARE UPGRADES 
THAT KURT CAN FIND FOR THE CHAIN GUN THAT CHANGE 
BOTH ITS FIRING CHARACTERISTICS AND DAMAGE. 


SNIPER SCOPE 

PRESSING THE “SNIPER” BUTTON ON THE ANALOG CON- 
TROLLER CDUALSHOCK™2) CAUSES KURT TO ENTER SNIPER 
MODE. A NEW GRAPHICAL USER INTERFACES APPEARS WHEN 
KURT ENTERS SNIPER MODE. THIS GUI FEATURES A ZOOM- 
ING VIEWPORT THAT KURT CONTROLS SO THAT HE CAN ZOOM 
IN AND ZOOM OUT WHILE TRACKING HIS POTENTIAL TARGET. 


KURT CAN USE HIS INVENTORY CONTROLS TO SELECT FROM 
VARIOUS SNIPER BULLETS. PRESSING THE “SHOOT” BUTTON 
CAUSES KURT TO FIRE A SINGLE SNIPER SHOT. BE CAREFUL 
WITH YOUR AMMUNITION BECAUSE ALL SHOTS, WITH THE 
EXCEPTION OF THE DEFAULT SNIPER BULLET, HAVE LIMITED 
AMMUNITION. 


NOTE: KURT CAN ONLY STRAFE LEFT AND RIGHT WHEN IN 
SNIPER MODE. 


RIBBON CHUTE 

WHEN THE “JUMP” IS PRESSED AND HELD, KURT'S RIBBON 
CHUTE IS ACTIVATED. WHILE ACTIVATED, THE RIBBON CHUTE 
ALLOWS KURT TO GLIDE AROUND HIS ENVIRONMENT. 
MOVEMENT CONTROLS CAN BE USED IN COMBINATION WITH 
THE RIBBON CHUTE TO EXPLORE THE ENVIRONMENT. 


NOTE: SHOULD KURT OPEN THE RIBBON CHUTE IN AN 
UPORAFT, HE WILL RISE INTO THE AIR. 


INVENTORY 
KURT HAS A LIMITED INVENTORY OF ITEMS THAT HE CAN USE 
DURING HIS MISSION. 


HEALTH 

KURT STARTS THE GAME WITH 100 HEALTH POINTS. AS HE 
IS DAMAGED, HIS HEALTH DECREASES. KURT CAN FIND 
ITEMS IN HIS ENVIRONMENT THAT CAN BE USED TO HEAL HIS 


INJURIES BACK TO A MAXIMUM OF 100 POINTS. 


GAME SCREEN 


MAX IS THE ROBOTIC CREATION OF DOCTOR FLUKE HAWKINS. 
HIS UNUSUAL DESIGN (2 LEGS AND 4 ARMS) ALLOWS HIM 
TO HOLD UP TO FOUR WEAPONS SIMULTANEOUSLY. 
ORIGINALLY QUITE TAME, MAX DOWNLOADED AN ACTION 

HERO PERSONALITY IN ORDER TO BETTER HELP IN THE 
DEFENSE OF THE EARTH AGAINST THE STREAMRIDING ALIENS. 


MOVEMENT 

MAX CAN JUMP INTO THE AIR BY USING THE “JUMP” BLIT- 
TON. HE CAN ALSO GRAB LEDGES AND PULL HIMSELF UP 
TO SURFACES THAT HE MIGHT OTHERWISE BE LINABLE 

TO REACH. 


WEAPONS 

A NUMBER OF WEAPONS ARE AVAILABLE TO MAX, AND 
THANKS TO HIS UNUSUAL PHYSICAL ENHANCEMENTS, UP TO 
FOUR WEAPONS CAN BE USED SIMULTANEOUSLY. 


MAX IS UNABLE TO ADD AMMUNITION TO HIS WEAPONS AND 
THUS HE WILL THROW EMPTY WEAPONS AWAY WITHOUT 
PROMPTING FROM THE PLAYER. DON’T WORRY, AS 

THERE ARE A NUMBER OF WEAPONS AVAILABLE IN HIS 
ENVIRONMENTS. 


JETPACK 

THERE ARE TWO DIFFERENT JETPACKS AVAILABLE FOR USE 
BY MAX, THE STANDARD JETPACK AND THE ATOMIC JETPACK. 
PRESSING AND HOLDING THE “JUMP” BUTTON WILL ACCESS 
BOTH TYPES OF JETPACKS. THE JETPACKS BOTH USE 
ANALOG CONTROL AND THUS THEIR FUEL USAGE AND 
THRUST CAN BE CAREFULLY CONTROLLED. 


THE STANDARD JETPACK HAS A LIMITED AMOUNT OF FUEL 

AND IT MUST BE REFUELED AT SPECIFIC FUELING STATIONS. 
THE ATOMIC JETPACK HAS AN UNLIMITED SOURCE OF FUEL 
AND IT RECHARGES WHEN NOT IN USE. 


HEALTH 

BECAUSE OF HIS ROBOTIC CONSTRUCTION, MAX HAS MORE 
HEALTH POINTS THAN EITHER KURT OR DOCTOR HAWKINS. 
HE STARTS WITH 200 HEALTH POINTS THAT CAN BE REPLEN- 
ISHED BY SPECIFIC ITEMS FOUND IN HIS ENVIRONMENTS. 


GAME SCREEN 


Doctor Floke Wawkins 


GENERAL INFO 

DOCTOR FLUKE HAWKINS IS THE FAMED, IRASCIBLE GENIUS 
RESPONSIBLE BOTH FOR THE CREATION OF MAX AND 

THE DEVELOPMENT OF “THE COIL SUIT.” AS A PLAYER 
CHARACTER, DOCTOR HAWKINS IS MOST UNUSUAL IN THAT 
HIS PHYSICAL WEAKNESS IS MORE THAN MADE UP FOR BY 
HIS INGENUITY. 


MOVEMENT 

THE DOCTOR CAN JUMP INTO THE AIR BY USING THE “JUMP” 
BUTTON. HE CAN ALSO GRAB LEDGES, BUT HE IS TOO WEAK 
TO PULL HIMSELF UP! 


INVENTORY 

DOCTOR HAWKINS HAS TWO, COMPLETELY INDEPENDENT 
INVENTORIES, ONE FOR HIS LEFT HAND, AND ONE FOR HIS 
RIGHT. REFER TO THE CONTROLLER CONFIGURATION SCREEN 
TO FIND OUT WHICH KEYS OPERATE THE DOCTOR'S INVENTO- 
RY CONTROLS. 

WHEN THE SELECTION BAR SITS OVER AN UNEQUIPPED ITEM, 
THE DOCTOR CAN PRESS THE SELECT LEFT OR SELECT RIGHT 
BUTTONS TO EQUIP THE ITEM UNDER THE SELECTOR IN THE 
DESIGNATED HAND. HE CAN OF COURSE HOLD DIFFERENT 
ITEMS SIMULTANEOUSLY IN EACH HAND. 


ONCE THE DOCTOR HAS EQUIPPED A USABLE ITEM IN HIS 
LEFT OR RIGHT HAND BY PRESSING THE SELECT LEFT OR 
SELECT RIGHT BUTTON, PRESSING THAT BUTTON A SECOND 
TIME WILL USE THE ITEM. 


COMBINING ITEMS 

THE DOCTOR'S PRIMARY POWER IS TO COMBINE ITEMS. TO 
DO THIS, HE MUST FIRST HOLD THE ITEMS HE WISHES TO 
COMBINE, ONE IN THE LEFT HAND AND THE OTHER IN THE 
RIGHT, AND THEN PRESS THE “SHOOT/COMBINE” BUTTON. 


ONE OF THREE OUTCOMES CAN OCCUR WHEN THE DOCTOR 
ATTEMPTS TO COMBINE ITEMS. THE FIRST OUTCOME THAT 


MIGHT OCCUR IS... NOTHING! NOT ALL ITEMS CAN BE COM- 
BINED. THE SECOND POTENTIAL OUTCOME FROM COMBINING 
ITEMS IS THAT A NEW ITEM IS CREATED. THE NAME OF THIS 
NEW ITEM WILL BE DISPLAYED, AND THE NEW ITEM WILL BE 
CREATED IN THE DOCTOR'S INVENTORY. THE THIRD OUTCOME 
IS THAT AN EFFECT MIGHT BE PRODUCED AFTER THE COMBI- 
NATION OF ITEMS. THE EFFECT COULD LEAD TO EITHER A 
POSITIVE OR NEGATIVE OUTCOME. DON'T BE AFRAID TO 
EXPERIMENT WITH THE DOCTOR AND HIS ITEMS. 


HEALTH 

OF THE THREE CHARACTERS, DOCTOR HAWKINS IS BY FAR 
THE PHYSICALLY WEAKEST. HE ONLY HAS A TOTAL OF 60 
HEALTH POINTS, BUT FORTUNATELY HE CAN CREATE AND FIND 
ITEMS THAT WILL REPLENISH HIS HEALTH. 


Part 5 - The items 


THE FOLLOWING ARE A FEW OF THE ITEMS THAT CAN BE 
USED BY KURT HECTIC. 


GRENADE 

THE BASIC GRENADE CAN BE THROWN BY KURT AT 
HIS ENEMIES TO CREATE CONCUSSIVE DAMAGE. THE 
DISTANCE THE GRENADE IS THROWN DEPENDS ON 
THE UPWARD ANGLE AT THE TIME OF LAUNCH. BE 
CAREFUL BECAUSE KURT CAN BE DAMAGED BY HIS 


OWN GRENADES. 


fee DUMMY DECOY 
Me THE DUMMY DECOY IS THROWN INTO THE BATTLEFIELD 
BY KURT IN ORDER TO CONFUSE HIS ENEMIES. 


BEING OF SLIGHTLY DIM INTELLIGENCE, THE ALIENS 
AREN'T ABLE TO TELL THE DIFFERENCE BETWEEN 
KURT AND HIS DECOY. IN FACT, THEY PREFER TO 
SHOOT THE DECOY, BECAUSE OF ITS SATISFYING 
RESPONSE TO THEIR ATTACKS. 


CLOAK 
ONE OF KURT’S MORE EFFECTIVE ITEMS IS THE 


CLOAK. THE CLOAK RENDERS KURT INVISIBLE TO 
ALIEN EYES AND ALLOWS HIM TO RUN UNSCATHED 
THROUGH THEIR DEFENSES. BEWARE AS IT HAS 
A LIMITED LIFE SPAN. 


Sniper Gullets and thems 


THE FOLLOWING SNIPER BULLETS AND ITEMS CAN BE 
LOADED INTO THE SNIPER SCOPE AND SHOT WITH DIFFERENT 
EFFECT! 


SNIPER BULLET 
THE BASIC SNIPER BULLET TRAVELS STRAIGHT TO 


ITS TARGET, CAUSING DAMAGE WITH ITS IMPACT. 


We SNIPER MORTAR 
fae THE SNIPER MORTAR FOLLOWS AN ARCING PATH TO 
AME ITS TARGET. ITS ARCING TRAJECTORY CAN BE USED 


TO BOMB THOSE DIFFICULT TO REACH SPOTS. 


SNIPER GRENADE 
THE SNIPER GRENADE FOLLOWS A DIRECT PATH AND 
EXPLODES ON CONTACT. 


Mw BOUNCING SNIPER SHELL 


THE BOUNCING SNIPER SHELL RICOCHETS OFF 
we MULTIPLE WALLS ON THE WAY TO ITS TARGET. 


SNIPER SHIELD 
THE SNIPER SHIELD ABSORBS DAMAGE FROM ALIEN 


WEAPONRY FOR A LIMITED PERIOD OF TIME. 


THE FOLLOWING ARE A FEW OF THE ITEMS THAT CAN BE 
USED BY MAX. 


MAGNUM 
THE MAGNUM IS A BASIC, NON-ALITOMATIC WEAPON. 


MAX |S GIVEN A SPECIAL MAGNUM THAT NEVER 
RUNS OUT OF AMMUNITION. 


uzl 
. THE UZ! IS A BASIC, AUTOMATIC WEAPON. 


SHOTGUN 
THE SHOTGUN IS A POWERFUL, NON-AUTOMATIC 


WEAPON. 
GATLING GUN 
THE GATLING GUN IS A POWERFUL, AUTOMATIC 
WEAPON. 
THE FOLLOWING ARE ONLY A FEW OF THE ITEMS LISED 


BY DOCTOR FLUKE HAWKINS. THEY COMPLETELY DEFY 
DESCRIPTION. 


TOASTER LIGHTER LOAF 


DIRTY TOWELS PIPES 


Ly 


REMEMBER - EXPERIMENT WITH THE DOCTOR'S ITEMS TO 


DISCOVER NEW COMBINATIONS! 


Part 6 - The Enemies 
HERE IS A VERY SMALL SAMPLING OF THE ENEMIES THAT 
OUR FAITHFUL HEROES WILL FACE IN MDK™2 ARMEGEDDON. 


CONEHEAD 

CONEHEADS MAKE UP THE WORKING 

| CLASS OF THE STREAMRIDING ALIEN 
SOCIETY. THEY APPEAR TO BE HARM- 

LESS UNTIL PROVOKED. ONCE 

| ANGERED, CONEHEADS LASH OUT 

WITH A POWERFUL PSYCHIC ATTACK 

THAT CAN PASS THROUGH PHYSICAL 

BARRIERS. 


BIF 

BIF FUNCTIONS AS AN IMPERIAL 
GUARD FOR THE STREAMRIDING 

S ALIENS ELITE. LARGE AND TREMEN- 
DOUSLY POWERFUL, BIF POSSESSES 
A FEARED LIGHTNING STAFF THAT CAN 
DISCHARGE ELECTRICAL ATTACKS 
THAT CAN TRACK THE PLAYER. 


BOTTROCKS 

BOTTROCKS MAKE UP THE BULK OF 
THE STREAMRIDING ALIEN SHOCK 
TROOPS. EXTREMELY MOBILE AND 
AGILE, BOTTROCKS CAN ATTACK WITH 
EITHER THEIR ENERGY CANNON OR BY 
THROWING CONCUSSIVE GRENADES. 


BIRDBRAIN 

BIRDBRAINS FUNCTION PRIMARILY AS 
SENTRIES FOR THE STREAM-RIDING 
ALIENS. THEIR ABILITY TO FLY 
AFFORDS THEM TREMENDOUS 
MANEUVERABILITY AND THEIR 
WICKED TEMPER MAKES THEM A 
TENACIOUS ENEMY. 


Part 7 - Wits 


MOST OF THE ENEMIES ARE EXTREMELY DANGEROUS IF 
YOU GET TOO CLOSE TO THEM. KEEP YOUR DISTANCE 
EXCEPT IF YOU MYSTERIOUSLY DEVELOP A HAND-TO-HAND 
ATTACK. 


+ MAKE USE OF KURT'S RIBBON CHUTE TO FULLY EXPLORE 
HIS ENVIRONMENTS. YOU'LL NEVER KNOW WHAT YOU 
MIGHT FIND. 


* WHEN POSSIBLE, USE KURT'S SNIPER MODE. IT’S MUCH MORE 
POWERFUL THAN HIS STANDARD CHAIN GLIN. 


* DON'T BE AFRAID TO USE KURT'S SPECIAL ITEMS WHEN 
YOU GET INTO A BIND, THEY CAN BE MOST HELPFUL. 


* REMEMBER THAT MAX HAS FOUR ARMS-THAT MEANS 
4 GUNS! 


« MAX CAN DESTROY CONSIDERABLE PARTS OF HIS ENVI- 
RONMENTS. DON'T BE AFRAID TO SHOOT OUT WINDOWS, 
WALLS AND ANYTHING ELSE THAT CATCHES YOUR FANCY. 


* BE VERY CAREFUL WITH MAX AND THE JETPACK. THERE 
IS USUALLY BARELY ENOUGH FUEL FOR THE MANEUVERS 
YOU ARE REQUIRED TO PULL OFF. MAX IS TOUGH BUT HE 
STILL TAKES DAMAGE FROM FALLING LONG DISTANCES. 


* KEEP THE DOCTOR OUT OF DIRECT COMBAT UNLESS YOU 
HAVE A COUPLE HEALING ITEMS AT YOUR DISPOSAL. 


« DON'T BE AFRAID TO EXPLORE STRANGE COMBINATIONS OF 


ITEMS WITH THE DOCTOR, YOU MIGHT BE PLEASANTLY 
SURPRISED WITH WHAT YOU FIND. 


Part & - legal, etc. 
SOFIE USE LUNTATIONS AND LUNITED UICENSE 


GENERAL PRODUCT LICENSE. 

@ 2001 INTERPLAY ENTERTAINMENT CORP. OMEN ENGINE © 
2001 BIOWARE CORP. DEVELOPED BY BIOWARE CORP. THE 
BIOWARE OMEN ENGINE AND THE BIOWARE LOGO ARE 
TRADEMARKS OF BIOWARE CORP. MDK, MDK2 AND RELATED 
MARKS ARE TRADEMARKS OF SHINY ENTERTAINMENT, INC. 
AND CERTAIN CHARACTERS ARE © SHINY ENTERTAINMENT, 
INC. INTERPLAY, THE INTERPLAY LOGO, AND “BY GAMERS. 
FOR GAMERS.” ARE TRADEMARKS OF INTERPLAY 
ENTERTAINMENT CORP, LTD. “PLAYSTATION 2” AND THE 
PLAYSTATION 2 LOGO ARE TRADEMARKS OF SONY COMPUTER 
ENTERTAINMENT, INC. ALL OTHER COPYRIGHTS AND TRADE- 
MARKS ARE THE PROPERTY OF THEIR RESPECTIVE OWNERS. 
ALL RIGHTS RESERVED. LUA © 1994-1998 TECGRAF, PUC-RIO. 
ALL RIGHTS RESERVED. 


ACCEPTANCE OF LICENSE Teil. 


BY ACQUIRING AND RETAINING THIS SOFTWARE, YOU ASSENT 
TO THE TERMS AND RESTRICTIONS OF THIS LIMITED LICENSE. 
IF YOU DO NOT ACCEPT THE TERMS OF THIS LIMITED 
LICENSE, YOU MUST RETURN THE SOFTWARE TOGETHER WITH 
ALL PACKAGING, MANUALS AND OTHER MATERIAL CONTAINED 
THEREIN TO THE STORE WHERE YOU ACQUIRED THE 
SOFTWARE FOR A FULL REFUND. 


ALL OTHER TRADEMARKS AND COPYRIGHTS ARE THE 
PROPERTY OF THEIR RESPECTIVE OWNERS. 
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TECHNICAL SUPPORT 

TROUBLESHOOTING DOCUMENTS ONLINE! 

Interplay Entertainment Corp. Technical Support now offers troubleshooting guides with 

complete installation and setup instructions as well as information that will help you 

overcome the most common difficulties. If you have questions about the program, our 

Technical Support Department can help. Our web site contains up-to-date information on 

the most common difficulties with our products, and this information is the same as that 

used by our product support technicians. We keep the product support pages updated on 

a regular basis, so please check here first for no-wait solutions: 
www.interplay.com/support/ 


If you are unable to find the information you need on our web site, please feel free to 
contact Technical Support via e-mail, phone, fax, or letter. Please be sure to include the 
following information in your e-mail message, fax, or letter: 


* Title of Game 
¢ Platform 
¢ A description of the problem you're having 


If you need to talk to someone immediately, call us at (949) 553-6678 Monday through 
Thursday between 8:00AM-5:45PM and Friday 9am to 4:45PM, Pacific Standard Time with 
24 hours, 7 days a week support available through the use of our automated wizard. 
Please have the above information ready when you call. This will help us answer your ques- 
tion in the shortest possible time. When you call you will initially be connected with our 
automated wizard. For information pertaining to your specific title, press "1" on the main 
menu and listen carefully to all prompts. All titles are listed alphabetically. After you have 
selected your title, the most common difficulties will be listed. If the difficulty you are hav- 
ing is not listed or you need additional assistance, you may press "0" on your games main 
menu, and you will be transferred to a Technical Support Representative. No hints or codes 
are available from this line. 


Interplay Entertainment Corp. Support 
Fax: (949) 252-2820 


Interplay Entertainment Corp. Technical Support 
16815 Von Karman Avenue ¢ Irvine, CA 92606 


HOW TO REACH US ONLINE 
INTERNET E-MAIL: support@interplay.com 
WORLD WIDE WEB: www.interplay.com 
FTP: ftp.interplay.com 


INTERPLAY LIMITED 90-DAY WARRANTY 

Interplay warrants to the original purchaser of this Interplay Entertainment Corp. product 
that the compact disc or floppy disk(s) on which the software programs are recorded will 
be free from defects in material and workmanship for 90 days from the date of purchase. 
If the compact disc or floppy disk(s) is found defective within 90 days of original purchase, 
Interplay agrees to replace, free of charge, any product discovered to be defective within 
such period upon receipt at its factory service center of the product, postage paid, with 
proof of the date of purchase. This warranty is limited to the compact disc or floppy disk(s) 
containing the software program originally provided by Interplay and is not applicable to 
normal wear and tear. This shall be void if the defect has arisen through abuse, mistreat- 
ment, or neglect. Any implied warranties applicable to this product, including warranties of 


merchantability and fitness for a particular purpose are disclaimed. Interplay disclaims all 
responsibility for incidental or consequential damages. 


Some states do not allow limitations as to how long an implied warranty lasts and/or exclu- 
sions or limitations of incidental or consequential damages so the above limitations and/or 
exclusions or liability may not apply to you. This warranty gives you specific rights, and you 
may also have other rights which vary from state to state. 


LIMITED WARRANTY 

If the compact disc should fail after the original 90-day warranty period has expired, you 
may return the software program to Interplay at the address noted below with a check or 
money order for $15.00 (U.S. currency), which includes postage and handling, and 
Interplay will mail a replacement to you. To receive a replacement, you need to enclose the 
original defective compact disc in protective packaging accompanied by: (1) a $15.00 check 
or money order, (2) a brief statement describing the defect, and (3) your return address. If 
you have a problem with your software, you may wish to call us first at (949) 553-6678. 
If your compact disc is defective and a replacement is necessary, U.P.S. or registered mail 
is recommended for returns. Please send the defective disc(s) only (not the box) with a 
description of the problem and $15.00 to: 


Warranty Replacements 
Interplay Entertainment Corp. * 16815 Von Karman Avenue ¢ Irvine, CA 92606 


COPYING PROHIBITED 

This software product and the manual are copyrighted and all rights are reserved by 
Interplay Entertainment Corp. and are protected by the copyright laws that pertain to com- 
puter software. You may not copy the software. You may not loan, sell, rent, lease, give, 
sub license, or otherwise transfer the software (or any copy). You may not modify, adapt, 
translate, create derivative works, decompile, disassemble, or otherwise reverse engineer 
or derive source code from all or any portion of the software or anything incorporated 
therein or permit or encourage any third party to do so. 


Notice: Interplay reserves the right to make modifications or improvements to the product 
described in the manual at any time and without notice. 


SOFTWARE USE LIMITATIONS AND LIMITED LICENSE 

This copy of MDK™2 Armageddon (the Software) is intended solely for your personal 
noncommercial home entertainment use. You may not decompile, reverse engineer, or 
disassemble the Software, except as permitted by law. Interplay Entertainment Corp. retains 
all right, title and interest in the Software including all intellectual property rights embodied 
therein and derivatives thereof. The Software, including, without limitation, all code, data 
structures, characters, images, sounds, text, screens, game play, derivative works and 
all other elements of the Software may not be copied, resold, rented, leased, distributed 
(electronically or otherwise), used on pay-per-play, coin-op or other for-charge basis, or for 
any commercial purpose. Any permissions granted herein are provided on a temporary 
basis and can be withdrawn by Interplay Entertainment Corp. at any time. All rights not 
expressly granted are reserved. 


Modem and Network Play: If the Software contains modem or network play, you may play 
the Software via modem transmission with another person or persons directly without 
transmission through a third party service or indirectly through a third party service only if 
such service is an authorized licensee of Interplay. For the purposes of this license, a third 
party service refers to any third party service which provides a connection between two 


or more users of the Software, manages, organizes, or facilitates game play, translates 
protocols, or otherwise provides a service which commercially exploits the Software, but 
does not include a third party service which merely provides a telephonic connection (and 
nothing more) for modem or network play. Authorized licensee services are listed on 
the Interplay World Wide Web Site located at http://www. interplay.com. This limited right 
to transmit the Software expressly excludes any transmission of the Software or any 
data streams thereof on a commercial basis, including, without limitation, transmitting 
the Software by way of a commercial service (excepting those specific commercial servic- 
es licensed by Interplay) which translates the protocols or manages or organizes 
game play sessions. If you would like information about obtaining a pay-for-play or 
commercial license to the Software, please call Interplay Entertainment Corp. in the US at 
(949)553-6655. 


Acceptance of License Terms: By acquiring and retaining this Software, you assent to the 
terms and restrictions of this limited license. If you do not accept the terms of this limited 
license, you must return the Software together with all packaging, manuals and other mate- 
rial contained therein to the store where you acquired the Software for a full refund. 


INTERPLAY WEBSITE 

Welcome to the Interplay Web! As a company dedicated to providing innovative, high-qual- 
ity interactive entertainment software, we are always striving to stay as close as possible to 
the leading edge of technology. This Web site is the latest example of our ongoing effort to 
provide a wealth of information and opportunities to you. 


As a company of fanatic gamers, we love the idea of gamers all over the world tapping into 
cyberspace to see, touch and feel our latest games. No hype, no marketing campaign; just 
great games. To make it work, our goal is to keep this site fresh and new, to make it a place 
where you can tell US what you like about our games... and what you don’t like about them. 
So use the feedback options on these pages and sound off. 


Enjoy your visit in our Web site, explore all the different areas we have to offer, and come 
back soon. Check us out in the weeks and months ahead; we will be introducing new and 
exciting areas for you to experience. 

Once again, welcome. 


Brian Fargo 
C.E.0. 


Interplay’s World Wide Web site is an Internet service designed to give you the latest 
information about Interplay and our products. 


This site features our demos, upgrades, product information and ordering information. 


How to get there 

From your Internet account, 
point your favorite browser to: 
www.interplay.com 


This website is not intended for technical support, but to offer new machines and the 
latest product information. For technical support, please contact Interplay as described in 
the Customer Support section. 
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